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WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. 

A very small percentage of individuals may experience epileptic seizures when 
exposed to certain light patterns or flashing lights. Exposure to certain patterns 
or backgrounds on a television screen or while playing video games, including 
games played on the PlayStation 2 console, may induce an epileptic seizure in 
these individuals. Certain conditions may induce previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If you, 
or anyone in your family, has an epileptic condition, consult your physician prior 
to playing. If you experience any of the following symptoms while playing a video 
game — dizziness, altered vision, eye or muscle twitches, loss of awareness, 
disorientation, any involuntary movement, or convulsions — IMMEDIATELY 
discontinue use and consult your physician before resuming play. 


WARNING TO OWNERS OF PROJECTION TELEVISIONS: 

Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 


USE OF UNAUTHORIZED PRODUCT: 

The use of software or peripherals not authorized by Sony Computer Entertainment 
America may damage your console and/or invalidate your warranty. Only official or 
licensed peripherals should be used in the controller ports or memory card slots. 


HANDLING YOUR PLAYSTATION 2 FORMAT DISC: 
e This disc is intended for use only with PlayStation 2 consoles 
with the NTSC U/C designation. 
© Do not bend it, crush it or submerge it in liquids. 
e Do not leave it in direct sunlight or near a radiator or other source of heat. 
e Be sure to take an occasional rest break during extended play. 
e Keep this compact disc clean. Always hold the disc by the edges and 
keep it in its protective case when not in use. Clean the disc with a lint-free, 
soft, dry cloth, wiping in straight lines from center to outer edge. 
Never use solvents or abrasive cleaners. 
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manual prior to playing the game. 
Konami is constantly striving to improve the quality of our products to give our customers the best gaming experiences possible. 
Asa result, there may be some slight differences between versions of the same product, depending on when and where you 
purchased the game. 
Karaoke Revolution™ Volume 3 is an original product produced and published by Konami Digital Enertoinnent, f = 
ond developed by Harmonix Music Systems, Inc. 


Getting Started 


Setting Up Your PlayStation®2 System 

Set up your PlayStation®2 computer entertainment system according to the instructions 
in the manual. Make sure the MAIN POWER switch (located in the back of the console) is 
turned ON. Press the RESET button. When the power indicator turns green, press the 
OPEN button and the disc tray will open. Place the Karaoke Revolution™ Volume 3 
disc on the disc tray with the label side facing up. Press the OPEN button again and the 
disc tray will close. Attach a DUALSHOCK®2 analog controller to controller port 1 and a 
USB headset or handheld microphone to a USB connector. Follow on-screen instructions 
and refer to this manual for information on using the software. 


MEMORY CARD slot 2 

MEMORY CARD siot 1 disc tray 
RESET button 
OPEN button 


USB connector 


* Note: Iilustration may not match all 
PlayStation 2 console types. For owners of 
SCPH-70000 series PlayStation 2 systems, refer 
to the setup instructions supplied with your system. 


controller port 1 
controller port 2 


Memory Card (8MB)(for PlayStation®2) 

To save game settings and progress, insert a memory card (8MB)(for PlayStation®2) into 
MEMORY CARD slot 1 (MEMORY CARD slot 2 is not used) of the PlayStation®2 computer 
entertainment system. You can load saved game data from the same memory card 
(8MB)(for PlayStation®2), or from any memory card (8MB)(for PlayStation®2) 
containing previously saved Karaoke Revolution™ Volume 3 games. 


NOTE: Karaoke Revolution™ Volume 3 uses at least 90 KB of memory card data 
to save each game. Make sure there is enough free space on your memory card (8MB) 
(for PlayStation®2) before starting play. Do not insert or remove a memory card 
(8MB)(for PlayStation®2) while saving/loading games or you may corrupt your save 
game data. 


directional 
buttons 


A button 
left analog stick | © button 
(L3 button a pushed = | 

ELECT button % button 
ANALOG mode button — C1 button 
START button 

right analog stick 


(R3 button when pushed down) — 


6 directional buttons or left analog stick /# aaarih Highlight Menu Item 
directional buttons or \eh analog stick </m> t Change Highlighted Item 
Select Menu Item, Save Settings 
® button 3 > , Back to Previous Screen 


Pause Game 


ind settings with the DUALSHOCK®2 analog 
) g o mix the sound to your personal preference: 
directional buttons #/# Earpiece Volume 
oni ) Microphone Volume 
Guide Vocals Volume 
Music Volume 


Controls 


PlayStation®’2 Headset/Microphone (Required) 


Karaoke Revolution™ Volume 3 requires the use of at least one USB microphone 
or headset in order to play the game. If you do not already have a microphone or 
headset, there are several USB microphones and headsets available for purchase separately. 
The game supports microphones and headsets designed to work with the PlayStation®2, 
including the Karaoke Revolution Microphone and the Logitech® USB Microphone. 


A USB headset /microphone must be plugged in at all times while playing 
the game. Before booting up the game, make sure to plug in a headset/microphone. 
The headset/microphone connects to either of the USB connectors, located on the front 
of the PlayStation®2. With the USB symbol facing up, insert the headset/microphone 
cable into one of the USB connectors. Karaoke Revolution™ Volume 3 supports up 
to two microphones/headsets at a time. 


Two USB microphones/headsets are required for Duet Modes. If you have 

both microphones/headsets connected to your PlayStation®2 when you first run the 

game, the first microphone that is recognized by the system will be Microphone 1 within 

the game. Normally, this will be the microphone connected to the top USB port. \ 


For best results, it is important to keep the headset microphone or 
handheld microphone positioned close to the front of your mouth while 
playing the game. We recommend that you access the Microphone Setup screen in 
Options to adjust the Mic Gain. 


@ 


Gadactian 


ready — the ultimate party game now has duets! 
"Volume re urns with support for two microphones and an all 
1 kare raok > classics. Two players can play as a team and sing 
everal different game modes specifically designed for 


Karaoke Revoluti 
allows you to sing your favorite songs 
in thrilling concert venues in front of 
a live audience that reacts to your 
performance. 

Ih 


| 


The main objective of the g 

sing each song exactly like the iginal = 

version. As you sing the song, your 

veal ere is judged by how closely you can match the pitch and rhythm of the 

original lead vocals. If you sing like a pro, the crowd will cheer you on and you'll rack 

up the points. If you sing badly, you will lose the crowd and may even get booed off of 

the stage. aif ; 

Ww be 

_ Don , worry, if you don’t consider yourself a great singer you can lower the judging level 
game will become much more forgiving, even if you hit some bad notes. So 

don the shy; get a bunch of friends together, step up to the mic, and start singing! 


a 


‘ 
i 
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>... “i Gee, Quick Play 
QUILT RLS r Jump in, select your favorite song, 


SLUTS LETS nd and start singing. Your performance 
MULTURENSET 4 ill b d 
DTT . a will be scored. 
HARKOKE ; Single Player 
Uy ee 5 Game modes for one player: 
“a We © Showtime — Start your career as a 
rT ions 


singer and work your way to the top. 
© Medley — Customize and perform 


Multi Player your own song medley. 

Game modes for up to eight players. Players take turns singing with one microphone: 

© Medley — Perform song medleys and compete for the highest score (for 2 to 8 players) 

Arcade — Take turns singing to see who can score the most points and win the most 
rounds (for 2 to 8 players) 

© Karaoke Competition — There is no scoring in this mode; each contestant votes on 
the performances (for 3 to 8 players) 


Duet 

Game modes that feature two players singing at the same time: 

(2 microphones/headsets required) 

© Duets — Two players play as a team and sing together for a combined score; includes 
traditional duets and regular songs (for 1 to 4 teams of 2 players) 

© Sing-Off — Players sing alternating phrases and directly compete for the highest 
score (for 2 players) 

© Knockout — Battle head-to head on the same song while trying to knockout the 
opponent (for 2 players) 


Karaoke 
Standard Karaoke singing with no scoring, for one or two singers. \ 


Training 
Learn the basics of the game interface and how to play Karaoke Revolution™ Volume 3. 


Extras 
View lots of extra goodies including high scores, credits, videos, and cheats. 


Options 
Access the microphone, sound, display, and save/load options. 


q 
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in the list by press 
CHARACTER 
There are 12 main characters and 10 speci d characters to choose from, plus 
additional characters that you can unlock in Showtime Mode. 
OUTFIT . 
Select an outfit for your racter. New outfits will become available as you play 
through the game. Some, fi e special characters only have 1 outfit available. 
JUDGING LEVEL 
Determines how closely the vocal analyzer judges your singing performance against 
the original song (see Judging Level below). 


~ When you proceed to the next screen, your username, character, outfit and judging level 
— will be automatically saved to the memory card. 
é Judging Level “a 

In Karaoke Revolution™ Volume 3, we offer bor = judging levels for each 


player's vocal ote: 


a 
 &, 


~ 


te u play the game. Each player is able to scale 
50 that everyone has fun no matter how well they can 


ou are singing the proper notes even if your pitch or 
ter will be shorter and will fill up quickly, making it 


sal to sing oe a closely to Bes original track, and the phrase meter vill take 
longer to fill up. 


NOTE: Judging Level is not available in the Karaoke and Karaoke Competition 
mons oH play since oes is no si in Mae ths | 


ae 


Select Venue 
here are 13 unique venues hoose 
rs You must complete Showtime 
Mode in order to unlock all of th 
venues in the game. Press the 
© button to select a random ve by 


GARAGE 

THE PARTY 
CENTRAL STATION 
THE PIT STOP 
COUNTY FAIR 

THE WAGON WHEEL 
MUSIC VIDEO 


SUPERSTAR TV 


CLUB AVALANCHE 


SF. 
_ HMX RECORDS 


ROYAL HALL 
THE ROOFTOP 
NORMOBOWL 


7 (all modes except Showtime) i 


:? 


Invite people over an pu ot win y our garage. 
Sing in front of i ind 1 alt use party. 
Toke it to the streets bs sing UL 


Play with yo i bad in the Bale ‘rock lub. 


e subway station. 


Strut your stuff na big outdoor stage at the county fair. 


Holler and how! in this wild country bar. 


Shoot your first music video with a varity of backdrops 


Make on an appearance on anew television show. -. 


Bust 2 hosts new dlub i in town. 


Promote your band with a live appearance ina record 


Entertain t elegant and sta 


= 
Showcase your skills high above tt 


Perform live in 


- 


DEATaT, 


. 
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Song information: 
SONG LENGTH Nf i ong in minutes:seconds format. 


HIGH SCORE High i : the song at the current judging level. 


: : 
COMPLEXITY The mic icons indicate the overall complexity of the song: 
Dp Easiest songs to sing 
Dp Medium song complexity 


be DP Most difficult songs to sing 


ing on the game mode, you may be aod vit additional options after you select 
ong you - to sing: “ay 
PERFORM Perform the song in front of a live crowd with scoring turned on. 
(Showtime) 


4. 1 Tg 
FULL SON jing the full version of the song with scoring turned on. 
\ ( lay, Arcade, Duets, Karaoke Competition) 


| short version of the song with scoring turned on. 
sick Play, . Duets, Karaoke Competition) 


“Practice the song before you are ready to perform the song for 
points. Scoring is turned off and you will not get booed off of the 
stage. (Quick Play, Showtime, Duets with one team) 


Music Staff | | | 


The Music Staff and Lyrics are disp laye d at the bottom of the screen. The blue bars 
which scroll across the staff are called Note Tubes. Note tubes represent the pitch and 
length of each note you have to sing during the song. Each word within the song matches 
up with a corresponding note tube. 


As the lyrics scroll across thes screen, sing the proper words a try to match the note 
| tubes as they reach the Now Bar. The Pitch cm ow will appear while you are singing; 
this represents your current pitch. The arrow will m ib i / from the note 
slightly up or down if you sing above 
lines up with the note tube, ond. ree 
note correctly. 


Phrases 
Phrase is considered to be one line of 


ad w to Play 


ct notes in the phrase, the Phrase Meter will fill up and change 
Ss you can to fill the phrase meter. At the end of the 
will receive a performance rating of LOUSY 


( | of the crowd. This meter will move 
up or down after you receive a rating for each phrase. Try to keep the crowd excited 
throughout the song. If you are able to pin the meter to the maximum level, the meter 
will flash green and you will receive a special 2X score multiplier which doubles your 
score as long as you ise r pinned. If the meter drops down to a low position 
and starts flashing red, si is tem 


rning that you are about to be booed off the stage. 
If you continue to receive tings, you will eventually get booed off of the stage and 


fe 5 iy will end. 


oi r 


} 
canal ; 

If you manage to get a “Good” or “Great” rating on three phrases in a row, you will start 
a Combo. During the combo, you will receive a score bonus for every phrase. The number 
of combos will appear next to the phrase meter while the combo is in effect. As the 
~ combo number increases, the score bonus will i increase. as well. When you string together 

a se combo, th will hit the maximum score bonus and “Combo: Max!” will he 


> 
? 


m phrases within the 
sp arkling | ote tubes will 


crowd boost car 
when your crowd meter is really low. 


How to Piay 


Final Score 
At the end of the song, the Final Score 
Screen will display your score with the 
percentage of each phrase rating listed 
underneath. The score gauge shows 
how well you performed overall and 
how close you were to receiving 

an award. 


Additional information is listed below: 
SONG Name of the song performed 


PLAYER Username of current player 


HIGH SCORE Current high score or new high score 


HIGHEST COMBO _Highest combo achieved 


JUDGING LEVEL Judging level for the song 


If you score enough points, you will be awarded a gold or platinum record. Win gold and 
platinum records in Showtime Mode to unlock special items in the game. 


nt — Forbes results, it is important to keep the headset — 
ary close to the front of your mouth (1-3 cm) with the red d 
indheld microphone, try to keep the microphon 
d sing directly into the microphone. We 
creen in Options to adjust the Mic Gain. 


your own voice through the earpiece without any music. This is like having your own 
professional in-ear monitor! You can control the volume level of the earpiece during a 


song by holding the | a u the directional buttons up/down. 


Headset Earpiece — If you are using a USB headset, you will be able to listen to 


} the songs, you should listen to 0 d sing along with the original vocals. We have included 
a Practice option in Showtime and Quick Play, and a Karaoke Mode which you can use to 
practice the songs. You can also practice up on your duet parts and harmonies in Duets 
Mode, when only 1 team is selected. 


| Practice — Every song bby 1! the game includes the lead vocals. In order to learn 
{ 


— Octaves — You can sing the songs in any octave without getting penalized. If certain 
notes are too high or low, try singing them in a different octave; the game system will 


eee adjust. 


Holding Notes — the game system will easily recognize vowel sounds as real notes. 

For long notes that are held, be sure to hold the vowel within the word, not the consonant, 
hold each ~.. the entire length of the note tube. Also, try to sing cleanly 
istortion in your voice. 


1 — If yo javing trouble getting through a particular song, try 
gC we tn | or practice the song in Karaoke Mode. 


Game Modes 


QUICK PLAY 
Quick Play makes it easy to sing a song without having to enter a full game mode. 
Choose your character, judging level, venue and any song from the list, then start singing! 


Quick Play is also a great mode to use when you have a group of people who want to 
play the game, but aren’t interested in a full multiplayer game. Sing one song, then let 
the next person choose what they want to sing. 


SINGLE PLAYER MODES 

Showtime 

Warm up your vocal cords, step up to the mic, and begin your career as a professional 
singer. In Showtime Mode, you work your way fo the top by starting out in your garage 
and singing through all of the venues until you reach the Enormobow!! 


Within each venue, you will be given a selection of 4 songs to choose from. You must 
complete at least 1 song before moving on to the next stage. If you can make it through 
all 8 stages and win some awards along the way, you will unlock all sorts of cool stuff 
that can be used in any of the game modes. You haven't completely conquered Showtime 
Mode until you have obtained a platinum record on every song available. 


Medley ( SELELTJo0NG 
In Medley Mode, you can customize and sing your 
own song medleys. Short clips from each song that 
you select will play in rapid succession. You must 
sing through all of the song clips to successfully 


complete the medley. \g CS A 


At 


On the Medley Setup screen, set the number of songs (3, 4 or 5) you would like to 

include in the medley. Next, select the songs you wish to include in the medley. Each ‘ 
song you select will be displayed on the Playlist at the right side of the screen. If you 
have selected a song by mistake, press the @ button to take that song off of the 
playlist. When you have selected all of the songs for your medley, CONTINUE will be 
highlighted. Press the €% button to start your medley. 


If you want an extra challenge, press the © button to fill all of the slots with 
random songs. Try to sing each song as it comes up. Fortunately, we give you 
a little help; the song title is displayed on the screen when each song clip begins. 


) 


J a 


| § Game Modes 


AYER MODES 


ley Mode for 
singing song 


most rounds to beat | 


When you begin a multiplayer medley game, there are several options to set for the game: 
PLAYERS umbe f players in the game (2-8) 
SONGS of song clips in the medleys (3-5) 
ROUNDS | of rounds in the game (1-5) 
RANDOM ROUNDS — 
‘ea RANDOM ROUNDS Players select the songs 
NDOM LAST ROUND Songs are randomly selected in the last round 
ALL RANDOM ROUNDS Songs are randomly selected in all rounds 


; At the Sieioning of every round, the players select the songs they wish to place in their 
‘song medleys. If the Random Rounds option is active, ‘the song selection will be randomly 


‘ ~ for that his . 4 
~ 4 

Arcade . : 

e Mode, 2 to 8 players take turns singing individual songs to see who can get 

core and win the mos rounds. Each player will be able to select their own 


jaracter, so expert singers can handicap themselves 


Game Modes 


When you begin a multiplayer arcade game, there are several options to set for the game: 
PLAYERS Number of players in the game (2-8) 
ROUNDS Number of rounds in the game (1-5) 
RANDOM ROUNDS 

NO RANDOM ROUNDS _ Players select the songs 

RANDOM LAST ROUND Songs are randomly selected in the last round 

ALL RANDOM ROUNDS Songs are randomly selected in all rounds 
FULL/SHORT SONG Sing the full (normal) version or short version of the songs. 


At the end of each round, you will be brought to the Round Recap Screen which has 
information about your progress in the current game. A final winner is declared at the 
end of the game. 


Karaoke Competition 

This is a multi player version of Karaoke for 3 to 8 players. Instead of the game system 
rating your performance, the contestants themselves are the judges. At the end of each 
song, the players will get a chance to secretly rate the performance of the singer. The 
player with the highest overall rating at the end of the final round wins the competition. 


DUET MODES 
All of the duet modes require 2 microphones in order to play. 
Duets ——_, 
In Duets, two players sing together as a team fora 
combined score. When a normal song is selected, the (eax 
two players sing the same melody at the same time. 4 
However, certain songs within this mode allow the 
players to sing in harmony with separate vocal 
parts. These special duet songs are marked with a 


duet icon on the song selection screen. T<PUCR \ 


The object of Duets is to score the most points 
possible as a team. The combos, crowd boosts and 
crowd meter all react based off of the team 
performance. In order to get a combo, both players 


are several option 
TEAMS play 
ROUNDS Number of rounds in the game (1-5) 
RANDOM ROUNDS 
NO RANDOM ROUNDS Players select the songs 
~ RANDOM LAST ROUN ngs are randomly selected in the last round 
ALL RANDOM oa ngs are randomly selected in all rounds 


ict SONG | | in the full (normal) version or short version of the songs. 


PRACTICE If only one team is selected in Duets, a Practice option is 
s available before you perform the song. Use this option to 
: : ioe difficult duet a or get your harmonies down. 
a 4 

- Ifyou had previously selected a ide with the duet 

~ icon, you are taken to a special setup screen. Each 


play is able to check their microphone and se t 


“You can hear as short preview by 
ch vocal part. Press the left o or right 


Game Modes 


Sing-Off Mode 
In Sing-Off Mode, two players try to top each other 
as they sing alternating phrases. The objective of 

Sing-Off Mode is to outscore your opponent over the | 
course of the entire song. 


When you begin a Sing-Off game, there are several 
options to set for the game: — as 
BEST OF Number of rounds in the series (1, 3 or 5) 
RANDOM ROUNDS 

NO RANDOM ROUNDS Players select the songs 

RANDOM LAST ROUND Songs are randomly selected in the last round 

ALL RANDOM ROUNDS Songs are randomly selected in all rounds 
FULL/SHORT SONG Sing the full (normal) version or short version of the songs. 


Note: The match will end as soon as a player reaches the total number of rounds 
required to win, even if the total number of rounds have not been completed. 


Knockout Mode 
In Knockout Mode, two players go head-to-head and 
sing the same song in order to knockout their 
opponent. In order to score a knockout, a player 
must consistently receive better phrase ratings than 
their opponent. 


A Knockout Meter tracks each player's progress 
during a song. At the end of each phrase, the 
knockout meter moves based on the difference 
between each player's phrase rating. The player that 
scores the higher rating for that phrase 
will fill the knockout meter with their 


at the end of the song wins the round. 


When you begin a Knockout game, there are 
several options to set bi) ' 


nl 
BEST OF i of rounds in the series (1, 3 or 5) 
RANDOM ROUNDS 
NO RANDOM ROUNDS Players select the songs 
RANDOM LAST ROUND Songs are randomly selected in the last round 
| ALL RANDOM ROUNDS Songs are randomly selected in all rounds 
| an _-FULL/ SHORT SONG Sing | the full (normal) version or short version of the songs. 


Note: The match will end as soon as a player reaches the total number of rounds 


required to win, even if the total number of roun nds hve not been completed. 


is is comparable to a normal kar coke machine The lyrics of the song are 
in screen without the music staff or r 


TRA | NI N G 

In Training Mode, we teach you the tae of the game including the interface, and we'll take 
you through a few interactive examples. We recommend you go through training mode : 
to i a better handle on how the game works hefore playing the other we ae 177 


Extras 


High Scores 

While you play the game, high scores will be saved for every full length song (high 
scores are not saved in Duet modes). You can check all of your high scores here. A high 
score is displayed for every song at each judging level. 


Credits 
Review the list of people who contributed lots of time, effort, and hard work (not to mention 
some really great singing) to bring you Karaoke Revolution™ Volume 3. 


Videos 
You can view a behind the scenes video here. 


Cheats 
Cheat codes will be listed here after you unlock them in Showtime. 


U cal ana ‘i the Mic Gain, which is the input level of 4. - 
default setting unless the microphone does not 
Turn up the Mic Gain if the microphone is no! 
in m ' hat you may experience distortion if you 


Sound brie 

Many of these settings can be changed ” the DUALSHOCK®2 analog controller while 
song is playing. See CONTROLS for more details: 

MUSIC - Volume level of the background music track. 

LEAD VOCALS olume level of the original lead vocals in the song. 
SOUND FX a level of the sound effects within the game. 


MIC VOLUME alt ; level of the microphone playback through the 


v4 aq eakers (different than Mic Gain). 
EAR IECE Volume level of your voice in the earpiece monitor 


"7 (headset only). 


Display Setup _ - 
MUSIC STAFF Turn the music staff and the meters ON/OFF. 
LYRICS Turn the lyrics ON/OFF. 4 
Save/Load | 
Your progress will automatically be saved as you play the game and loaded each time 


game. However, if you have just inserted a memory card (8MB) 
ion®2) and need to save/load or you wish to turn off the Autosave feature, 


e to the memory card (8MB) 


his will overwrite your existing save game file. 
1d your game from the memory card (8MB) 
(for PlayStation®2). 
Refresh the screen if a new memory card (8MB) 
(for PlayStation®2) has been inserted. 
Turn the Autosave feature ON/OFF. Remember, if you ; 
turn Autosave OFF, you will have to manually — 
save your progress. 
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The Logitech: USB Karaoke Microphone 


¢ High-quality voice input with USB 
¢ Reliable, high quality design 

¢ Designed for karaoke games 

¢ 15 foot cable 
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MICROPHONE 


Available for purchase online at: www.logitech.com/PS2microphone 
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WARRANTY 


Konami Digital Entertainment - America warrants to the original purchaser of this Konami 
software product that the medium on which this computer program is recorded is free from 
defects in materials and workmanship for a period of ninety (90) days from the date of 
purchase. This Konami product is sold “as is," without express or implied warranty of any 
kind, and Konami is not liable for any losses or damages of any kind resulting from use of this 
program. Konami agrees for a period of ninety (90) days to either repair or replace, at its 
option, free of charge, any Konami product, postage paid, with proof of date of purchase, at 
its Factory Service Center. This warranty is not applicable to normal wear and tear. This 
warranty shall not be applicable and shall be void if the defect in the Konami software product 
has arisen through abuse, unreasonable use, mistreatment, or neglect. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE 
KONAMI. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, 
INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR 
PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO 
EVENT WILL KONAMI BE LIABLE FOR ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS KONAMI 
PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to state. 


If you experience technical problems with your game, please call our Warranty Services 
number at (650) 654-5687. 


Konami Digital Entertainment - America 
1400 Bridge Parkway 

Redwood City, CA 94065 

CONSUMER SUPPORT 


If you feel stuck in the game, or just need a boost, don't worry! You can call the Konami 
Game Hint & Tip Line for help on many Konami games. 


Konami Game Hint & Tip Line: 1-650-801-0465 


Hints are available 24 hours a day. Availability is subject to change. 
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Go to www.konami.com/usa to register your KONAMI games 
and get exciting news and information from KONAMI. 


When you register your game you will be automatically 
entered into monthly drawings to win FREE games! 


For warranty information regarding Logitech microphones and headsets, 
please contact 702-269-3614 
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